: SO 


118430 466 
%_102 32 344 
Y 2308371 

5 13 F4N4 FO 
& -284%4 36 9. 
+_ 1t03t804 
3-5-4146 4422 
"S-332822 68 


tO 60464226 
A1- © 254342 


{ } 

{ J ) % 
a | 4 
£4 t ye é ‘ 


. — A £ 
5 ee 
c 


svbek: 
PPP SE LOR 


Meinolf Schneider 


The Oxyd Book 


General Edition 


Environmentally undamaging and biodegradable, because it is 100% 
oxygen bleached! 


ue a 


me & 


$ 
a ce 


The Oxyd® Book 
(General Edition) 


ISBN 3-928278-12-6 (American Edition) 
(German Edition: ISBN 3-928278-05-3) 
(English Edition: ISBN 3-928278-08-8) 


(France Edition: ISBN 3-928278-10-X) 
Ist Edition (10.000) September 1992 
©1992 by Dongleware Publishing, Inc. 
Caricatures: Axel Muhr, Heidelberg, Germany 
Cover Design: Andreas Miiller, Darmstadt, Germany 
English Translation: Douglas Fear, Heidelberg, Germany 


Copyright 
No part of this book may be reproduced in any way, photomechanically, magnetically, 
electronically, or other, without express permission of the publisher. The reproduction 
and dissemination of the Oxyd disk is however expressly permitted, providing that no 
alterations of the files on the disk are attempted. Contraventions shall be prosecuted. 
Through the lawful acquisition of this book the owner thereof receives a license for 
playing the entire game. 


Disclaimer of Liability 


The Dongleware Verlags GmbH wishes to remind the reader of this book that no 
liebility or responsibility whatsoever in connection with use of the same can be 
assumed. The use of Oxyd entails your own risk. The publisher cannot be held 
responsible for grey hairs, heart attacks, divorces, lost workdays, starved housecats, or 
incorrectly executed magic formulas. 


Tke disks for the game can be obtained for IBM-PC, Macintosh, NeXT, Ami ga, and 
Atari computers from various public domain houses, at your local computer shop, or 
for $5 (plus shipping & handling) directly from: 


Dongleware Publishing, Inc. 
P.O. Box 391829, 35 Howard St. 


Cambridge, MA_ 02139 
Phone 1-800-228-OXYD 


Ask for the newest program version if you have problems with the installation with 
your system or with other functions of Oxyd. If you did not buy this program or this 
book directly from Dongleware Publishing, Inc. then you should register in writing or 
by calling 1-800-228-OXYD. You will then automatically receive information when 
new Dongleware products appear. 


Atari, ST, STE, TT and Falcon are registered trademarks of Atari, Inc. Apple, Macintosh, AppleTalk and 
Finder are registered trademarks of Apple Computer, Inc. Amiga is a trademark of Commodore-Amiga, Inc. 
NeXT is a trademark of NeXT, Inc. Microsoft and MS-DOS are registered trademarks of Mircosoft, Inc. IBM 
and IBM PC are registered trademarks of the International Business Machines, Inc. 80286, 80386 and 80486 
are registered trademarks of Intel, Inc. Dongle and Oxyd are registered trademarks of Meinolf Schneider. The 
use of names and products is only for informational purposes and does not constitute a misuse of such trade 
names or trademarks. Dongleware Publishing, Inc. assumes no guarantee in connection with the choice or use 
of these symbols. 


Contents 


Chapter 1 
Welcome to Oxyd 


Chapter 2 


Entry into the World of Oxyd . 


Chapter 3 
Meditation Landscapes 


Chapter 4 
Magic Tokens . 


Chapter 5 
Playing for Time . 


Chapter 6 
Two Player Game 


Chapter 7 
Tips & Tricks . 


Chapter § 


Up the Creek without a Paddle? . 


Kapitel 9 


Extremely Bad Magic Formulas . 


13 


Lie 


28 


31 


Chapter One 
Welcome to Oxyd 


Welcome to the world of Oxyd. Investigate the unknown world of bits 
and bytes in your computer. In the guise of a small black glass marble 
you will wander through landscapes with manifold types of tokens, 
landscapes full of uncountable objects. And truly fascinating landscapes 
they are .... 


But this world is threatened: overnight the mysterious Oxyds, which 
provide the world with vital oxygen, have closed themselves. Now the 
entire world threatens to suffocate. Only you can rescue this digital 
world. 


Your task is to find all Oxyds in a given landscape and to touch them. 
Two of each of these Oxyds have the same pattern or color and must be 
touched one after the other in order to remain opened and to give out 
vital oxygen. If it was only as simple as it sounds! Unfortunately the 
Oxyds are scattered far and wide through the landscape, and you must 
frequently think very carefully indeed, before you can even get to them. 
In addition, most of the other tokens and objects in this world have 
completely unknown effects. Every token and every object has its own 
particular characteristics and is connected in a complex fashion with the 
other tokens and objects. Besides courage and talent you also need a 
good deal of scientific curiosity. 


Not until all Oxyds have been opened can you reach the next 
landscape. The Oxyd world consists of 100 different landscapes. You 
have a long way to go before you can rescue all landscapes from 
suffocation. But it pays off: as savior of the Oxyd world you will have 
ample rewards. 


Chapter 2 
Entry into the Oxyd World 


You can start Oxyd from a disk or copy it onto your hard disk and 
start it from there. With Amiga and Atari it is also possible to boot with 
the game disk directly. Otherwise just start the game with a double click 
on the program file Oxyd™, if you want the monochrome (black & 
white) version, or click the file Oxyd™ Color for the color version of 
the game. By the way - the color version cannot be played using a gray 
tone monitor, as the Oxyds are not differentiated here by patterns, but 
rather by colors. 


IBM-PC owners can choose among three different Oxyd versions, 
according to which graphic card is used in the system: 


OXYD_HGC.EXE 

This is the IBM-Oxyd version for the Hercules graphic card. You 
need, aside from a Hercules graphic card, at least 600 KByte free 
working memory (DOS = High). If you have a 512 KByte EMS 
memory, then you will have the pleasure of experiencing Oxyd with 
sound. 


OXYD_EGA.EXE 

This monochrome IBM-Oxyd version can be used with all EGA or 
VGA graphic cards. Here too you will need at least 600 KByte free 
working memory (DOS = High). Sounds once again are only possible if 
at least 512 KByte EMS memory are available. 


OXYD_VGA.EXE 
This color IBM Oxyd version can only be used with VGA graphic 
cards with at least 256 KByte memory. You will need 540 KByte main 
memory and | MByte EMS memory. For sound however you need an 
additional 512 KByte EMS memory. Your system should have at least a 
386 processor when starting this program. 


The following is valid for all IBM Oxyd versions: MS-DOS 5.0 must 
be installed and, if your system has only 1 MByte memory availab.e, a 
main memory of at least 540 KByte must also be available. An EMS 
driver for the administration of the UMB must also be installed. Sound 
is not possible with a memory of only | MByte. 


The Main Menu of Oxyd 

Once the program is loaded the game leader will appear and then the 
title picture with a short description of the possible functions. (The 
leader can be interrupted by pressing a mouse button.) You then have 
the following choices: 


FI or left mouse button Mac: 31 or mouse button 
With this key you start the normal 1-player game. 


F2 or right mouse button Mac: 32 
With this key you start the linked game. For this you need a second computer. You can 
then solve further landscapes with a partner. 


F3 Mac:33 
With this key you can restart the game at the last landscape visited. If you restart 
midgame you destroy the marble in use and start the landscape anew, with the loss of 
one reserve marble. 


F4 Mac:384 


With this key you can switch the timed game option on and off. 


F5 Mac:3€5 
With this key you can switch the sound on and off. With IBM computers this key sets 
the various sound production possibilities: 

Draft Sound: via internal loudspeaker with minimum memory load, a whistle is 
heard (because of the principle of this type of sound production). 
Quality Sound: via internal loudspeaker with increased memory load, therefore 
increased sound quality. 

Dongle-Sound: via printer port. For this you need a special apparatus which is 
attached to your HiFi system and which offers much better sound than that of the 
internal loudspeaker. The Dongle Sound Box is obtainable for $39 directly from 
Dongleware Publishing, Inc. USA. 

Soundblaster: via a Soudblaster card. 


F7 Mac: 37 
With this key the interface for the linked game can be set up. With Atari you can use 
this key to choose between the serial and the MIDI interface. With Macintosh you can 
choose between the normal serial interface and AppleTalk, and set up the latter. This 
menu item does not apply to Amiga and IBM. The first serial interface (COM 1) is 
always used for the mouse in IBM, the second interface (COM 2) is used for the linked 
game. 


F8 Mac:3#€8 
With this key you can call up a short guide to Oxyd. 


F9 Mac:d#9 
With this key you call up information about Dongleware. 


F10 Mac:#Q 
With this key you end the game and return to the desktop. If the computer was booted 
with the game (only Atari & Amiga), this starts a boot. 


ESC Mac:#./ESC 
With this key you can interrupt the game at any time and you will return to the Oxyd 
main menu. 


Choosing Language 

When starting Oxyd the country code in the system is asked - 
according to the capabilities of the various computer types - and the 
language for the text output is set. In addition you can select which 
language you want with the following key combinations: 


Alternate D or #D 
With this key you can choose German-language text output. 


Alternate E or #E 
With this key you can choose English-language text output. 


Alternate F or 3F 
With this key you can choose French-language text output. 


Collecting Objects 

In order to collect the various objects in the landscapes, just roll over 
them with your marble. The collected objects then appear at bottom of 
the screen in the indicator. A maximum of 13 objects can be collected. 
With the right-hand mouse button you can sort your inventory. The 
object appearing at extreme left in the indicator can be activated with 
the left-hand mouse button or laid down in the field where the marble is 
momentarily located. If an object is already in the field, you cannot 
place a second object there. You can prevent pick-up of an object by 
keeping the right or left mouse button pressed. 


Since the Macintosh mouse only has one key, the tab key is used in 
place of the second mouse button. 
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Secret Numbers 

After every landscape a secret number appears, which should be 
noted. This number enables you to choose a landscape directly, or, when 
interrupting a game, to continue play in the same landscape. 


Oxy 


The key with to which the secret numbers are calculated is changed as 
soon as you play Landscape #10 without the time option! So don’t 
' repeatedly play Landscape #10 without the time option, or your hard- 
earned secret numbers will be lost. 
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Chapter 3 
Meditation Landscapes 


After successfully supplying 9 landscapes with oxygen, you must 
prove your mettle in one of the nerve-racking Meditation Landscapes. 
There you must transport several small white or green balls into various 
pits, whereby all the balls are normally steered by mouse. The cardinal 
rule for all those attempting this type of landscape is: EAS Y DOES 
as a 


To have even a faint chance, you must have careful mouse 
coordination; frantic mouse movement results only in the risk of having 
one of the balls drop or otherwise break to bits which causes the 
landscape to start again from the beginning. 


Not until all the balls are lying still in the pits can you move forward 
to another landscape in the Oxyd world. 


One of the many nerve-racking Meditation Landscapes in Oxyd. 
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Chapter 4 
Magic Tokens 


A particularly nasty type of token inhabits the landscapes beyond the 
tenth world: the magic tokens. They often occupy just those spots where 
they block your way completely. If you are not lucky enough to find 
another way around them, then you will need this Oxyd book. This 
contains the magic formulas with which you can fix these blasted tokens 
once and for all. We obtained the magic formulas from Dr. Mouseclick, 
who personally knows someone who has rescued the Oxyd world from 
certain death once already. For this reason Dr. Mouseclick has been able 
to give us some other important information, which you can read up on 
in the chapter on Tips & Tricks. First of all, though, here are the 
instructions for expert use of the magic formulas: 


Fortunately the magic tokens themselves give away which magic 
formula is most effective for their destruction. If you meet up with such 
a token in your wanderings, consult the Oxyd book. On the tokens there 
is an inscription. The number at the top on the token gives you the page 
number in the Oxyd book that you must look up. The lower line gives 
you the column and line, in which you will find the correct magic 
formula. Look on the corresponding page for the 3 digit magic formula 
and type its letters or digits. When the formula is right, the magic token 
disappears forever! 


page in book 


column 
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The use of the magic formulas not only removes the token in 
question, but also has an effect upon the entire population of this type of 
token. The more such tokens you magically remove, the smaller the 
probability becomes of these appearing in the subsequent landscapes. 


MA! C, 
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‘WANTED 


HARRY HACKER 


Wanted for 
illegal copying of the Oxyd magic formulas by night, 
armed data robbery, 
& 


asocial stupidity in at least five cases. 


Description: 
chronically inflamed index finger 
incapable of programming 
speaks only broken BASIC 


Please report any information, anonymously if you wish, to your local 
department of the data police. 
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Chapter 5 
Playing for Time 


At some point you will certairly have played through all of the Oxyd 
landscapes and you will have a secret number for every landscape. In 
these circumstances it would be very interesting to try playing against 
the clock. To do this you must switch on the timing option in the title 
with the F4 key (with Macintosk 34). When a landscape is started, you 
will then see, while the screen _s changing over, the best time for this 
landscape at the bottom of the screen. On the left a ticking clock then 
appears. Now try to get through the landscape in the shortest time 
possible for you. If you are faster than the best time, then you can enter 
your initials into the “Best” list. The best time and the initials of the 
corresponding player are saved automatically for each landscape under 
the file name MINTIMES.OX.. If you want a “fresh” list, you can 
erase this file. At the next start the program makes a new “Best” list 
with the maximum time (99:59 rainutes each) for each landscape. In the 
case of a winning time a verification code is shown. This is an 8-digit 
number calculated with the best time and landscape number. With this 
number you can prove that you didn’t cheat. So, if anyone happens to 
doubt your best time, he can cal. the Oxyd SOS-line with the code and, 
by giving the time and landscape number, obtain confirmation of your 
performance. 


In contrast to the normal game, the timed game is interrupted after 
completion of the landscape, so tnat you can choose a new landscape for 
another timed game. 
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Chapter 6 
Two-Player Game 


To be exact, Oxyd doesn’t just contain 100 landscapes. There are in 
fact 200 landscapes! The first 100 landscapes have to be rescued by you 
alone, without any help. For the other 100 landscapes you need a friend 
with a computer. By connecting two computers you can then play 
(work?) through the other 100 landscapes together. Here you will meet 
up with lots more surprises. For this you and your friend will have to 
become a practised team. 


This playing mode is called linked game. For the built-in linked game 
mode you need the following ingredients: 


1. Two computers. 

2. Two disks with the Oxyd program. 

3. A null modem cable or 
two MIDI cables (Atari only) or 
two modems and a fat bank account, if you play over a 
telephone line, or 
any network (Macintosh or NeXT only). 

4. Another person ( it might be better if this person is not a 
friend...) for the second computer. 

5. Lots of coffee. 


he. as ee 
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Who with who? 

We wish to point out right away that there can be problems with a 
linked game if two different computer types or models are used. Both 
computers must have processors from the same family. A computer 
with a 68000 and one with a 386 will never be able to play together. But 
the possibility exists, for example, of connecting a 68000 with a 68030 
or a 286 with a 486. In both the same Oxyd versicn must run, otherwise 
synchronicity of play is not ensured. Also, mixing of graphic 
resolutions is not possible. Oxyd must run in tke same resolution on 
both computers. You can see which graphic resolttions there are among 
the various computers, relative to the screen size needed by Oxyd: 


High resolution (640*400 dot) in 16 colors 
Macintosh, Mac-LC-Classic (with 512*384 section), Atari 
TT/Falcon, NeXT and IBM with VGA 
High resolution (640*400 dot) in monochrome 
Macintosh, Mac-Classic (with 512*384 section), Atari Falcon, 
Atari ST/TT/Falcon, NeXT and IBM with VGA 
Low resolution (320*200 dot) in 16 colors 
Atari ST/TT/Falcon 
Low resolution (320*200 dot) in 32 colors 
Amiga 
High resolution (640*300 dot) in monochrome 
IBM with Hercules, VGA or EGA graphic card 


The program has a built-in compatibility test, w.th which the viability 
of the connection of the two computers is checked before starting the 
game. If this test shows an incompatibility, the called-up computer 
shows the message Linked game is impossible! at the start. If this 
message appears, watch for the version number when starting Oxyd. It 
will appear after starting in the bottom left of the title (e.g. V3). The 
same version must be run on both computers. If both versions are the 
same and both computers are running with the same screen resolution, 
and the message appears in spite of this, then the linked game is not 
possible at all. 
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Setting up a link 

When you have 2 computers available that get along together, then set 
up these two computers in separate rooms. The windows should have 
bars. Hard objects capable of causing injury should be removed 
beforehand. When setting up a MIDI connection (Atari only), connect 
the two computers with the MIDI cables - the MIDI-IN socket of the 
one with the MIDI-OUT socket of the other. When setting up a null 
modem connection, that is a direct connection of two computers via the 
serial interfaces, connect each interface with a null modem cable. For 
playing over the telephone connect your computer to your modem via 
the serial interface. If you want to play with a Macintosh via AppleTalk, 
please make sure that your computer is connected to the network and 
that AppleTalk has been activated before starting the game. This is 
possible in the Apple Menu of the Finder under the menu item chooser. 


Now the doors of each room should be locked from the inside and the 
keys thrown out the window. Each player can now start the Oxyd 
program. : 
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After the Oxyd title appears, both players should be able to 
communicate alphanumerically via the keyboards. Everything that is 
entered through the keyboard from now on will be sent to the other 
computer via the interface and will appear in the lower line on each 
screen. If this is not the case, then you will have to take steps to set up 
the desired connection: 


MODEM Connection 

~The Baud rate of the serial interface can be set with special 
commands. These commands are initiated with the keys "RETURN" and 
"#" . The RETURN key always erases the current entry line. The 
symbol "#" must consequently always be the first symbol in the entry 
line, in order for the following to be interpreted as a command. As a 
standard a Baud rate of 2400 Baud is set. Much higher Baud rates are 
not really necessary. The command “#0” would set the Baud rate at 
1200. (“#0” for 1200 Baud, “#1” for 2400 Baud, “#2” for 4800 Baud, 
“#3” for 9600 Baud”, and “#4” for 19200 Baud). 
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If Oxyd is to be played over a modem, then the first thing to set up is 
the telephone connection. All entries are first sent to the modem. 
Therefore you first have to give the modem the commands for setting 
up connection. The manual for your modem will tell you which 
commands to use. With a Hayes-compatible modem you could for 
example print “atz” and then RETURN to initia ize the modem. With 
the command “atdp062238740” (pulse choice procedure) or 
“atdt5 191234” (tone choice procedure) you would then choose the 
desired connection. 


Macintosh and AppleTalk 

The Apple Macintosh supports not only the normal serial interface, 
but also AppleTalk. The interface for the linked game can be chosen 
with the menu item link choice (387) in the Oxyd main menu. The 
computer connection will be realised via the direct serial interface or 
via AppleTalk. Should you decide upon AppleTalk then you will first 
have to enter the name under which you wish to be known in the 
AppleTalk network. After this a list of all other possible players 
currently on network and located in the menu link choice appears. 
From this list a co-player can be selected. It can sometimes happen that 
nobody has yet entered his/her name into the network. In this case you 
will have to wait until a name to be chosen appears on-screen. When a 
choice has been successfully made the Oxyd main menu appears again 
automatically and further communication between players then takes 
place via the lower line of the screen, as usual. 


When playing in a heavily loaded network the game speed may be 
reduced considerably. The serial interface on the other hand always 
guarantees a rapid game pace. 


Starting a Linked Game 

When keyboard communication is functioning then the linked game 
can be started with F2 (with Macintosh 362). It is important that only 
one player implement this, otherwise communications problems may 
crop up. In that case both players must press ESC (or #.) or simply 
wait until the title appears again. The player who pressed F2 (862) has 
the black marble in the game, the other player the white. 
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The game can begin! The goal is to solve all pictures together, 
whereby in linked game mode there is a particular advantage: if one 
player loses all his lives, and the other player can solve the current 
picture alone, then the first player gets an extra life for the next 
landscape. 


Desynchronisations 

Unfortunately, sad coincidences can lead to both computers suddenly 
simulating different worlds. This can be caused for example by an 
unnoticed transmission error. The game continues, but each computer 
then carries out the calculations with different marble positions. If you 
are playing over telephone, then you will have little chance of 
establishing this error. Oxyd does however check the marble positions 
at regular intervals. If differences are noticed, then the message 
DESYNCHRONISATION immediately appears. If this happens, you 
can do only one thing: leave the current landscape with ESC (or $8.) and 
Start it again. 
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Chapter 7 
Tips & Tricks 


Besides the many magic formulas we also received some sketches and 
hints from Dr. Mouseclick, which appear to describe some important 
conditions of the world. If you become completely baffled at some point 
in your wanderings, then you should definitely read this chapter 
through. 


This sketch probably describes a place where a hammer was hidden. 
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Black and White Tiles 

In the linked game there is something worth mentioning in connection 
with the black and white tiles: if a figure is located on a black tile, then 
it can only be controlled by the player with the black marble. The 


reverse holds true for a figure located on a white surface - only the 
player with the white marble controls it. 


lectric Tokens 

These tokens and their effect have only been discovered recently. 
Every brush against one of these tokens causes the figure concerned to 
become electrically charged. The charge can be negative or positive. As 
long as no other figure is nearby, you won’t notice the charge. But if a 
figure with a different charge comes too close - watch out! For then 
both figures will be irresistably attracted to one another. This situation 
can frequently “attract” uncomfortable consequences, too. But 
sometimes this effect can be used to your advantage, especially if there 
are two of you playing and deep chasms bar the path. In the case of 
identical charges the two figures repel each other. This last effect is 
extremely useful when being pursued. 


Lasers 

Photon-emitting tokens should always be treated with care. In most 
cases there is a switch token somewhere nearby, with which you can 
switch the laser on and off. If you run into a photon ray, you've had it. 
The only way to get around a photon ray is to jump over it. If you don’t 
happen to have a jumper just then and you cannot switch off the laser, 
then you can only surround the photon ray with mirrors, thus deflecting 
it 


And in general: we have noticed that some objects and tokens react 


very strangely to photon irradiation. However, there is as yet no precise 
description of what objects react how.... 
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Mirrors 

The group of mirror tokens has several subgroups. All of them have 
in common the ability to deflect photon rays. The way in which they 
deflect them varies, however. One basic difference is in the color of the 
mirror frame: specially colored frames can be pushed. The color of the 
mirrors themselves permits drawing conclusions as to the type of 
reflection. Solid mirrors reflect the entire photon ray. If the mirror is 
not solid, only part of the photon ray is reflected, the other part 
continues in the original direction. If a photon ray hits a non-solid 
mirror lengthwise, then the entire photon ray is absorbed. 


The frames with the triangular mirrors are the cause of many 
headaches. On the right side the photon ray is reflected in the opposite 
direction. Please note in this connection that re-reflections must also be 
taken into account! If the ray hits the mirror on the side, it will be 
reflected at 90°. It gets really interesting when a ray hits the peak of a 
triangular mirror. The ray is split, so that one part is reflected at 90° to 
the right and the other at 90° to the left. 


The Sack 

With the sack you can collect more than 13 objects and send them by 
mail, without having to use the objects when they are set down (e.g. the 
dynamite sticks don’t explode). 


<p 

Removing puzzle tokens is often a long, hard job. By touching puzzle 
tokens they are pushed in the direction of contact. Not until all puzzle 
‘tokens are joined correctly to all the surrounding puzzle pieces, i.e. no 
open connecting pieces, will the next contact with a token cause them all 
to explode. This last step is very dangerous indeed. Many a marble has 
been blown to smithereens by it. So - as soon as things are ready, touch 
that last token - and head for the hills! 
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The Flags 

There are two kinds of flags, one with a small black ball at the end of 
the flagpole, one with a white ball. By planting a flag somewhere, a new 
starting position for the black or white marble respectively can be set, if 
a marble is destroyed. 
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The Bombs 

Two different types of bombs are known at present: black bombs and 
white bombs. When the black bombs are set off, the tiles upon which 
they were lying are destroyed. The white bombs are more powerful and 
destroy the neighboring vertical and horizontal tiles. The bombs can be 
set off with dynamite (among other things). Please be careful when 
setting them off! An exploding bomb will set off all the vertically and 
horizontally neighboring bombs! Only bombs can remove the bomb 
tokens. 


Occasionally you will do find boxes that simply fall apart when a 


bomb explodes, and thus replace the tiles which had been destroyed by 
the bomb. 
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Movable Tokens 

Many tokens are movable, if you just roll against them hard enough. 
(In some situations you have to try things the hard way!) But watch out! 
If you push a token over some object, the object may “deform”. The 
behavior of the tokens on various surfaces is also quite different. We 
know, for example, that the wood tokens build new planks, when pushed 
onto a chasm. Other tokens however just fall in and disappear for good. 


A lot of tokens resemble one another (or are even identical), but have 
differing specifications. You should not believe everything you see in a 
landscape! 


Dr. Mouseclick has assured us that each and every landscape in the 
Oxyd world can be solved! 


26 


NAANS 


; thea follow ; 
lat cheery Hos chervies | 


ar 
It is not known where this sketch was found. It seems to describe the route through a 
labyrinth. 
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Chapter 8 
Up the Creek without a Paddle? 


If at some point you are stock and, in spite of all the tips in the 
previous chapter, you feel you are in a game situation with no way out, 
don’t despair. You can be helped. The Oxyd SOS telephone is now at 
your disposal every Thursday. While expert psychological help in cases 
of overextended Oxyd-playing psychosis cannot be offered, the SOS line 
does provide assistance to those still able to articulate their distress. 


OXY D 
SOS TELEPHONE 


(617)-497-1130 


every Thursday 
(except holidays and company vacation) 
between 
5 p.m. and 8 p.m. (EST) 


The following pages are intended to relieve the strain on the SOS 
telephone, keeping it free for the more urgent first aid cases. Here you 
will find the most important suggestions towards solving the most 
difficult landscapes. Please be aware, however, that you could be 
depriving yourself of most of the fun by looking at the following pages 
right away. For this reason you should promise yourself only to risk a 
look at these pages on a certain day of the week! 
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Chapter 9 
Extremely Nasty Magic Formulas 


The Oxyd magic formulas are just as cerzain in their effect! But please 
observe the enclosed instructions and consult your physician or chemist. 
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